This study is based on previous studies on the various types of games and analyse the effects of the characteristics of mobile social network games on online word-of-mouth of game users. As a result, it was revealed that commitment increased because of the features of not needing to access continuously, not interrupted by reciprocal relationship among users, a particular time and place. However, in the process of the interaction with the media, perceived individual social presence and asynchrony that did not need to continue to access, they did not affect satisfaction and respectively. In addition, this commitment had more effects on online word-of-mouth than satisfaction. Comprehensive the above, the research achievement of this study may be expected to contribute to the ongoing development of future domestic mobile social network game industry.
서 론
I am willing to tell other people the information that related to the mobile social network games via the internet. I am willing to tell other people the experience that related to the mobile social network games via the internet. I am willing to tell other people the service and features that related to the mobile social network games via the internet. I am willing to tell other people the events and activities that related to the mobile social network games via the internet. 
